INSTRUCTIONS FOR USING 
| SOUND IDEAS — 
ON APPLE® COMPUTERS 


Machine dai ste 26 


gree Ideas can be used on Apple® Ile, Apple II Plus (with a 16K RAM Card), 
Apple IIc, and Apple IIlcs computers equipped with a single or double disk drive, a 
color or monochrome monitor, and an Echo+™ or Cricket™ speech synthesizer. 


The Echo+ Speech Synthesizer 


Sound Ideas requires an Echo+ speech synthesizer, made by Street Electronics 
Corporation. We suggest you consult the Echo+ guide for instructions on 
installation. 

If you are using Sound Ideas with an Apple IIc computer, you must substitute the 
Cricket synthesizer, also made by Street Electronics, for the Echo+. Please consult 
the Cricket guide for instructions on installation. 


Headphones (purchased separately) may be used with Sound Ideas. The Echo+ and 
Cricket have headphone jacks for 1/8" mini-plug headphones. 


Starting Sound Ideas | < 
To start Sound Ideas on an Apple computer: 
1. Turn on the power switch on the video monitor. 
2. Insert the selected Sound Ideas diskette into disk drive 1. 
3. Turn on the Apple computer. 


4. The system will read the diskette in the drive and will start Sound Ideas. 
After a brief pause, you will see the introductory screen for Sound Ideas. 


5. Onan Apple He or IIc, make sure the CAPS LOCK key is down. 


Apple is a registered trademark of Apple Computer, Inc. 
Echo+ and Cricket are trademarks of Street Electronics Corporation. 9-91239 


SOUND IDEAS: 
Summary of Keys and Their Functions 


| KEY FUNCTION | 
For All Packages | 


SPACE BAR Moves the cursor. 


RETURN Enters an answer. 


CONTROL/C _ Terminates a lesson and displays student's 
performance screen. 


For Consonants & Vowels : | 


When the title page 
is displayed: 2 To skip first level of instruction. 


To view previous child's performance. 


Repeats the name of the picture on which the cursor 
is placed. 


When the title page 
is displayed: CONTROL/T __ Displays the teacher menu. 


During tutorial: Repeats the name of the picture on which the cursor 
is placed. 
Repeats the name of the keyword picture. 

During practice: | Repeats the name of the picture on which the cursor 
is placed. 


Recalls the keyword picture and name for the letters 
on which the cursor is placed. 


During story: Repeats the hidden word on which the cursor is 
| placed. 


Repeats the context sentence. 


He loved to hop and play. 
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PHILOSOPHY AND GOALS 
OF SOUND IDEAS: WORD ATTACK 


THE PHILOSOPHY. Educators generally agree 


that language mastery comes initially through the 
ears rather than the eyes and that beginning read- 
ing is facilitated by an understanding of the rela- 
tionship between speech sounds and _ the 
representation of those sounds in print. The Sound 
Ideas program is based on the belief that the 
microcomputer can serve the teacher as a tireless 
ally in this teaching-learning process, providing a 
combination of capabilities available in no other 
medium. . 

Sound Ideas is a phonics program in software 


form, designed by experienced teachers and com- 


puter specialists. Through a unique combination 
of computer-generated speech, exciting graphics, 
and activity book exercises, the program pro- 
vides the learner—even at the pre-literate level — 
with learning experiences not possible with 
other instructional aids. 


THE GOALS. Sound Ideas: Word Attack con- 


tinues and extends the instructional sequence 
begun in Sound Ideas: Consonants and Vowels. 
Where Consonants stressed single consonant 
sounds in the initial positions of a word, Word At- 
tack introduces consonant clusters and digraphs 
in both the initial and terminal positions. Where 
Vowels introduced the long and short vowel 
sounds, Word Attack uses vowel digraphs that 
have both invariant and variant sounds. Most im- 
portantly, Sound Ideas: Word Attack stresses the 
use of phonics and sentence context in the decod- 
ing of words. 


BENEFITS OF THE PROGRAM. Sound Ideas 
can contribute to the quality of your teaching- 
learning environment in many ways. 


e The learning process takes advantage of the 
child’s established ability in aural 
comprehension. All instructions are te 
by the computer. 

e Because the needed computer operation is 
simple—requiring four or fewer keys— 
children can work independently with Sound 
Ideas, with no need for direct teacher 
supervision. Alternatively, either two 
children working together or a small group 
of children under teacher guidance may use 
the program. 

e Colorful, child-oriented graphics present the 
practice so necessary for reinforcement of 

regular classroom instruction—in a setting 
that motivates and invites participation. 

e The interactive format provides an 
opportunity for immediate error correction. 

e The child sees an evaluation of his or her 
performance in a colorful display. Because 
the microcomputer is an objective evaluator, 
learning takes place in a non-scolding, non- 
threatening, private setting. 

e For the teacher, Sound Ideas records 
individual student progress. 

e Because the program is self-pacing, each _ 
child can progress at a rate appropriate to 
her or his development. 

e Activity Book exercises are integrated with 
the software, providing a unique opportunity 
to extend the computer lesson without 
extending computer time. 

e Classroom tests have shown that children 
find Sound Ideas to be an enjoyable learning 
experience while, at the same time, they gain 
familiarity with microcomputer operations. 


INTRODUCTION 


Computer Readiness 


_In many instances, Sound Ideas will be a child’s 


first experience with the microcomputer. For 
this reason, there should be a brief “readiness” 
program before any “hands-on” activity begins. 
For example, the children should be allowed to 
examine the computer and to learn the names of 


the major parts. You may even want to have the 
children draw a picture of the system. | 


HANDLING DISKETTES. It is most important 
that the children learn how to properly care for 
and handle the diskettes. 


_ Here are a few important rules that can pre- 
vent unnecessary damage to diskettes: 


1. Do not touch the surface through the open 
slot. 

2. Do not write on the outside wrapping. 

3. Do not leave a diskette close to any source 
of heat, such as a cae or in a sunny 
window. 

4. Avoid spilling liquids, such as milk or a soft 
drink, on the diskette. 

_ 5. When not in use, keep the diskette in a 

_ covered container that protects it from dust. 

6. Do not put the diskette near operating 
electrical equipment. 


USING THE DISK DRIVE. Each child should 


have a chance to insert a diskette in the disk | 


drive to bring the program up on the screen. 
Machine instructions are included in the pro- 
gram binder. 


USING THE KEYBOARD. A computer key- 
board can look formidable to the inexperienced. 


Before a child actually begins to use Sound — 


Ideas, he or she should learn about the keys that 
will give instructions to the computer. 
Only four keys are required for the child to 


operate this Sound Ideas program: the SPACE © 


bar, the H key, the R key, and the RETURN key. 
Precious computer time can be saved if the chil- 
dren are familiarized with the keys in advance. 
For the first few lessons, you might want to high- 
light these keys with small colored stickers. 


Classroom Strategies 


IMPLEMENTING SOUND IDEAS. Sound Ideas 
may be the first computer-based program you 
have used with your children. If so, the ex- 
periences of other teachers may be of value to you. 


1. Every child using the computer should be 
familiar with the proper procedures for 
starting and stopping the system, handling 
diskettes, and using the disk drives. Some 

‘teachers have found it useful to test the 
child on these procedures and issue a 
“computer license” when mastery of the 
procedures has been demonstrated. 

2. Develop and discuss a set of ground rules 
on the use of the computer and software. 
For example: 

e How much time can each person spend at 
the computer? 

e How will each know when time is up? 

e Where will the diskettes be stored? 

e Who is responsible for getting diskettes 
and putting them back in the binder? 

e How is progress recorded? 

Be sure to select procedures that are 

consistent with the regular activities in your 

classroom. If children are to carry out their 

computer sessions in a central lab, you and 

the center supervisor will want to develop 

joint procedures to discuss with the 

children. 

3. Have a schedule that eee time with the 
computer and with the accompanying 
Activity Book. Children can then check to 
see who is listed in the daily schedule. 


4. The specifics for planning computer 
involvement by the children in a class is 
affected by the availability of equipment 
and materials. Whether you have the luxury 
of your own classroom computer, share one 
that is transported from room to room, or 
use some central facility, good planning will 
help extend the range of independent 
activities. 


INSTRUCTIONAL TIPS. Sound Ideas is a tool 
for the teacher. It is designed to supplement, not 
replace, classroom instruction. The program is 
most effective when the child has been in- 
troduced to the lesson concept before he or she 
sees it on the computer. The computer lesson can 
then provide additional practice and reinforce- 
ment in a high-interest setting. _ 

In most classrooms, the child’s time on the 
computer is likely to be brief. The Activity Book 
can serve as a valuable adjunct to this instruc- 
tion. The Activity Book lessons are closely tied to 
the computer lessons; many require the same 
kinds of comparisons as in the just-completed 
computer lesson. Because of these similarities, 
the Activity Book can serve to extend the com- 
puter lesson without extending computer time. 

Although children usually use the Activity 
Book after they have successfully completed the 
computer lesson, you may also want to work 
through the Activity Book lesson with children 
who could not successfully complete the com- 


puter lesson. The Activity Book page could be a 


topic for one-on-one instruction before the child 


Copyright © 1987 Houghton Mifflin Company. 
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tries the computer lesson again. 

_ As you and the children gain experience with 
the computer and the routines for effective class 
use, you may want to consider adding software 
programs in other subject areas. 


A FINAL NOTE. Sound Ideas is designed to be 


fun for the child. A “talking computer” with color- 
ful graphics and animated characters can be the 
basis for many creative and enjoyable classroom 
activities. 3 


Glossary of Computer Terms 


THE VOCABULARY OF COMPUTING. Shown 
below is a beginner’s glossary of terms used in 
the world of computers. Introduce these words 
as the need arises in discussing the computer and 
the Sound Ideas program. You and your children 
will need to know these words to talk about your 
computer. Also, these words will initiate a tech- 
nical vocabulary, which, with additions in suc- 
cessive years, will form an important part of the 
child’s progress toward computer literacy. 


Boot: The first step in starting most programs. 
- In many computers, it is done automatically 
by the program. 


Cursor: A marker on the computer screen to 
show you your current position. 


Diskette: A round sheet of plastic, inside a per- 
manent plastic sleeve. Diskettes are used for 
storing information from a computer. Some- 
times they are called a “floppy disk(ette)” or 
just “disk.” 


Disk Operating System (DOS): A program the 
computer uses to keep rack of information 
on a diskette. 


Hardware: Another name for the computer and 
all of the things plugged into it ae e., monitor, 
disk drive, and printer). 


Menu: A list of things a computer program can 
do. Like a restaurant menu, a computer 
menu allows you to easily pick which part 
of the program you wish to use. 


Monitor: A television-like screen used to dis- 
play information from the computer. 


Prompt: A message, printed or spoken by the 


computer, that tells you what the program 
wants you to do. 


Program: A set of instructions that tells the 
computer what to do. Computer programs 
are sometimes called software. 


Speech Synthesizer: The part of a computer 
that enables it to talk. 


SCOPE AND SEQUENCE 


Sound Ideas: Word Attack has six diskettes covering the following 


topics: 
Diskette | Ending Consonants: 
Diskette 2 Initial Consonant R Clusters: 
and tr. 
Diskette 3 Initial Consonant L Clusters: 
| sl. 
Diskette 4 
Clusters: 
Diskette 5 
| th, ck, wr, kn, and mb. 
Diskette 6 Vowel Digraphs: 


Initial and Terminal Consonant Digraphs: 


k,. @&. £.",9,.ana g. 
by or dr, fees, VT, 


bl, CE tL 2. pr and 


Initial and Terminal S Clusters and Three-letter 
sc, sm, sn, sw, St, sk, sp, str, scr, and spr. 


sh, ch, 


ai, ee, oa, ea, and oo. 


PROGRAM DESCRIPTION. 


__AND OPERATION 


Program Description 


Each diskette in Sound Ideas: Word Attack has 
three parts: A Tutorial, a Practice session, and a 


Story. These parts can be used individually or 


can be combined. 


TUTORIAL 


The tutorial introduces the lesson topic. To make 
sure the student understands the letter-sound 
correspondence, he or she must identify the pic- 
tures whose names share similar sounds. 

The first part of the tutorial introduces a key- 
word containing the letter-sound correspon- 
dence. The tutorial presents the keyword in three 
‘ways: by a concrete, pictorial representation of 
a word containing the sound; by the printed form 
of the word, with the letters for the sound high- 
lighted; and by the spoken word. In the sample 
tutorial screen for the dr cluster, shown in 
Figure 1, the keyword is dress. If the student 
needs help in later parts of the program, the key- 
word can be quickly recalled as a reminder of the 
letter-sound correspondence. 

Following this introduction, two comparison 
pictures are displayed beneath the keyword. The 
student must move the cursor to the picture 
whose name contains the same sound as the key- 
word. Pressing the SPACE bar moves the cursor 


between pictures. To repeat the keyword, press 


the H key. To repeat the comparison picture’s 
name, press the R key. When the cursor is on the 
desired selection, pressing the RETURN key 
enters the choice. 

In Figure 1, the correct picture is the dragon. 
When the student chooses correctly, he or she 
sees the next keyword tutorial. When the student 
chooses incorrectly, he or she sees the same key- 
word with a new pair of comparison pictures and 
is asked to try again. If the student responds in- 


Figure 1 


correctly once again, the tutorial moves to the 
next keyword. The tutorial proceeds in this man- 
ner until all keywords have been introduced and 
tested. | 

When all of the comparisons are answered 
correctly, the program advances to its next part. 
However, if the student misses more than one 
comparison across all keywords, the program 
tells the student to see the teacher for more help 
before proceeding further. 


PRACTICE 


The second part of Sound Ideas: Word Attack 
provides practice with the letter-sound cor- 
respondence. The practice exercises use a color- 
ful game format to maintain the student’s 
interest. The games, Sailing, Comet Quiz, and 
Clowns, can be used interchangeably for practice 
on any of the lesson topics. 


Games Description 


SAILING. In Sailing, the goal is to maneuver 
the ship from its home dock to the island. During 
the journey, the sailboat encounters such obsta- 
cles as giant squids, pirates, and schools of fish. 


» 
Hi) 
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Figure 2 


The student progresses in the journey by cor- 
rectly completing words to match target pic- 
tures. In Figure 2, the student must construct the 
word drill by selecting the appropriate con- 
sonant cluster. Moving the SPACE bar rotates 
the pointer to each cluster. Pressing the 
RETURN key registers the choice. When the stu- 
dent chooses correctly, the sailboat moves in the 
direction indicated by the pointer. The correctly 
completed word is then added to the correct 
word list in the lower corner of the screen. After 
five complete words, the ship arrives at the 
island. 


COMET QUIZ. In Comet Quiz, the student must 
also complete words to match target pictures. As 
in Sailing, the SPACE bar advances the cursor to 
each choice, and the RETURN key registers that 


Ton | 


ITRES RO 


choice. When the student makes the correct 
choice (for example, choosing the dr cluster in 
Figure 3), one of a variety of reinforcing anima- 
tion sequences is displayed. Correctly completed 
words are listed; after five words have been com- 
pleted, the game ends. | 


CLOWNS. In Clowns, completing a word helps 
two clowns play hide-and-seek. One clown hides 
under a square in a matrix constructed from be- 
ginning and ending word parts (Figure 4). The 
square under which he hides is. the only one in 
the matrix that makes the name of the target pic- 
ture. In the example, the clown is hiding under 
the square in the fr row and the og column. The 
SPACE bar moves the cursor (a question mark), 
and the RETURN key registers the answer. Cor- 
rect words are listed as they are completed (frost, 
in this example); the game ends after five com- 
plete words. | 


Incorrect Answers 


The program monitors progress in all of the 
games and provides help if the student ex- 
periences difficulty. Two errors during a game 
will stop it and will return the student to the 


tutorial for a brief refresher. After the relevant 


tutorial exercises have been redone, the program 
returns the student to the game he or she was 
using, removes all previously completed words 
from the word list, and starts the game again. 


Extra Help 


Two additional features are available in all of the 
games. If the student didn’t understand or forgot 


Figure 4 


the name of the target picture, pressing the R (for 
repeat) key will repeat the target name as often 
as needed. If students need help with one of the 
word parts from which they are selecting, press- 
ing the H (for help) key re-displays the keyword 
for the letter(s). In Sailing and Comet Quiz, press- 


ing the H key displays and says the keyword for 
the letter(s) currently selected by the pointer or 


cursor. In Clowns, pressing the H key displays 


and says the keyword representing the letter(s) in 
the margin of the row or column in which the 
cursor is positioned (fr in Figure 4). 


STORY 


After all the topics on the diskette have been 
covered, they are reviewed in the context of a 
story. The story stresses the importance of 
phonics and sentence context in the decoding of 
words. 

A sample story screen is shown in Figure 5. In 
all stories, the student must identify the under- 
lined word. All other words in the sentence are 
spoken. In this example, the computer sets the 
context by saying “He loved to hop and...” and 
then underlines, but does not say, the word play. 
The student must then identify play. Pressing the 
H key repeats the context sentence. 

The student is given a choice of three possible 
words, each represented by a box on the right 
side of the screen. Pressing the SPACE bar moves 
the cursor between boxes. As the cursor comes to 
each box, the word represented by the box is 
spoken but not displayed. Pressing the R (for 
repeat) key repeats the word. When the cursor is 


on the desired word box, pressing the RETURN 


key registers the answer. 


UAUUUNGGNUUAUONANGUUAAOENNGGQQOOUORROGGQOQUUOOONGNOGCUNORGUEUOCONONEL 
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He loved to hop and play. 


Figure 5 


When the student selects a word, the box 
opens to display the printed form of that word 
(Figure 6). If the selection is correct, the word is 
repeated within the sentence, and that portion of 
the story is animated. If the choice is incorrect, 
the student is given a second chance, with the 
choice restricted to the two remaining alter- 
natives. : 

The three alternative words are carefully 
chosen to preclude an over-reliance on either 
context or phonics. In the previous example, the 
three choices are play, plate, and paint. Play, the 
correct choice, fits the context (“He loved to hop 
and play.”) and contains the correct consonant 
cluster. Plate contains the same consonant 
cluster but does not fit into the context. Although 
paint fits the context, it does not begin with the 


sound of pl. Thus, the student must rely on con-— 


text to distinguish between play and plate and on 


a knowledge of the pl letter-sound correspon- 


dence to distinguish between play and paint. 


2 


He loved to hop and play. — 


Figure 6 
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DIRECTIONS: Say each picture name. Write the missing initial consonant. 
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DIRECTIONS: Say each picture name. Does it end with the final consonant t, n, or g? Answer 
by circling yes or no.. 


DIRECTIONS: Say each picture name. Does it end with the final consonant p, r, or k? Answer 
by circling yes or no. | 
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DIRECTIONS: Say each picture name. Write the missing final consonant. | 7 


DIRECTIONS: Say each picture name. Write the missing final consonant. 
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@ 
DIRECTIONS: Say each picture name. Write the missing initial and final consonant. 


Draw a Line 


From To 
tent cup 
ink ad tent cup 
Cap > pen ee a rete 
boat cup egg cap 
pen. Star 
car pen 
boat tent 
ink star 
egg car 
cap cup 
tent egg 
: \ 
» : 
Jou 
\ 
AS 5. 
\\ 3 e @ _ 
aN \\ > car pen : 
a ink (i at ini \ star Oz 
a 
: \ \ 
\ AY \ *, 
= . \\ 
\hyiia ) ee | 
Se CRS: Smarr iyysA ANS a) 


br, cr, dr, fr, gr, pr, tr 
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DIRECTIONS: Say the name of the picture. Draw a circle around the letters that have the ca 


sound of the beginning cluster. 


br, cr, dr, fr, gr, pr, tr 


branch 


drum 


oe pitch 
we) pretzel 


strum freeze 
crab tree 
knife broom 
trap 
( bread 


bead 
dream 


iS) 
@ RAS grapes : 
‘N00 ee sharp 4 
Se TS Saat + : 
grip trap =e 
of 
S3 

. brown slide 

town Wale ~~ children bracelet 
crown grass frame 


10 _ DIRECTIONS: Say the name of the picture. Circle the word that says that name. 


br, cr, dr, fr, gr, pr, tr 
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DIRECTIONS: Say each picture name. Write the missing beginning cluster. _ Re 


br, cr, dr, fr . 


fF 


Ee ee eR ee ee Aes 
ees 
( frog, 


Ste elaine, ras 
1. Lhe ete is in 1 the water. crib 
a crown 
2. The King wore his Sas broom 
ee ae present 
3. Her.  **"_  thakesia loud noise drum 
Se ee crib 
4. The baby is in the dress 
oe ee bridge 
5. The cars are on the | pretty 
ee ~| drum 
6. Tom likes to eat | = grapes | 
co ge freeze g 
7. Mary gave Juan a Pbirthday z _ | present ; 
pee trumpet = = 3 
8. John plays the | crib + 
eee broom “s 
9. Joan wore a red ase dress es 
a eee eke Big Go seer trip | 
10. The fell on’ the floor. broom 


sentence. Write the word on the line. 


DIRECTIONS: Read each sentence. Draw a circle around the word that best completes the 
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br, er, dr, fr, gr, pr, tr 


DIRECTIONS: Say name of each picture. Draw a line from each picture to the letters that 


begin its name. 
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picture to its name. 


d. 
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DIRECTIONS: Say the name of the picture. Draw a circle around the letters that have the 


sound of the beginning cluster. 


bl 


_cl, fl, gl, pl, sl 


flower 


bride 


plays 


bl, cl, fl, gl, pl, sl 


Crow 


glide 


slide 


plug 
Fug 
glad 


| blanket 
Kia) caver 


slant 


glass 
DOSS... 


DIRECTIONS: Say the name of the picture. Circle the word that says that name. 
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bl, cl, fl, gl, pl, sl 


a 
DIRECTIONS: Say each picture name. Write the missing beginning cluster. 


bl, cl, fl, gl, pl, sl 


i 

{ 

—POVITP y~z— fo 
( 


. Brian saw a eerie? ma see ea above. 


. Rose sees the 


ee el 


. Mother put a 


. Children played on the new 


10. Roberto has a new pair of 


sentence. Write the word on the line. 


on the wall. 


coe eee ee ee ere 


blimp 
limp 


climb 


clock 


tree 


plenty 


flashlight 


glasses 
flower 


sleep 
plant 


flag 
clown 


sled 
play 


glue 


blanket 


blimp 
slide 


gloves 
GIOEK - 


DIRECTIONS: Read each sentence. Draw a circle around the word that best completes the 
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Mifflin Company. 
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DIRECTIONS: Say name of each picture, Draw a line from each picture to the letters that 
begin its name. : 


flag clock glasses 


blackboard blocks 


flute 


slide 
plant 


picture to its name. 


flowers 


whe 
nh 
i 
Y) 
ae 


floor 


DIRECTIONS: Each word is the name of something in the picture. Draw a line from each 
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sc, sm, sn, SW 


os 


sn (sc) sw | sm sw. sc 
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DIRECTIONS: Say the name of the picture. Draw a circle around the letters that have the — 
- sound of the beginning cluster. : 


sc, sm, sn, SW. 


where 
smile 
bring 


trumpet 
snail 
scrub 


scissor school 


clock 


swim gloves 


swallow smoke 
scales crib 
flag scout 


e sneeze 


‘ye pretzel 


<S snowflake 


plane 
blimp scooter 


smash small sweep 


DIRECTIONS: Say the name of the picture. Circle the word that says that name. 


SWEED | 
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DIRECTIONS: Say the name of the picture. Draw a circle around the letters that have the 


- sound of the beginning cluster. 


skates 


spite 


wagon 


bear 
scar 
star 


bring 


stood 
skunk 


stone 
down 
spurs 


spots 
stilts 
reindeer 


stork 
spark 
alone 


DIRECTIONS: Say the name of the picture. Circle the word that says that name. 
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DIRECTIONS: Say the name of the picture. Draw a circle around the letters that have the 95 
sound of the ending cluster. ; . 


Ik, mp, If, nk, nt, st 


mink e @ silk 


4 
4 


black e@ /“ e monkey 
milk 6  e sister 


e stamp e~ e splint 
e step e e lamp 
@ toad e-— e broom 


eclf. shelf 
erag e-— ecrib 


e old 


® grapes 


e stump ee crown 
ink @ e clock 


e flag e  e wink 5 

3 

@e ghost e- e toast 5 

e bush e e slipper f 

e edesk e— e gloves a8 


e star e - e glass 
e lamp e-— e plant 


® eant e-— eash 


DIRECTIONS: Say each picture name. Draw a line from the picture to the word that says its 
name. Draw a line from that word to the rhyming word. 


scr, spr, str 


7 
ig 
=A 
oS 


scr (Spr) str str. Spr sit 
as Wa fR 


scr spr str 


DIRECTIONS: Say the name of the picture in each box. Draw a circle around the letters 
that have the sound of the beginning cluster. 


| Oo ee stars 
1. Please give me the ball of Soe string 
Ph a space 
_. 2. Tom ‘turned on the water sprinkler 
Be ee screw 
= 3. The wagon was missing a __ | school 
a : steeple 
z; 4. The flag has many oe stripes 
ee ee screen 
5. Brian opened the door. score 
a spinach 
6. Flowers grow in the spring 


sentence. Write the word on the line. 


DIRECTIONS: Read each sentence. Draw a circle around the word that best completes the 


Kt WOOK. §& Ki eee Ke 
BV SWE AF ER 
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H 


CBM ON: He TiEOR D> Bec 
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WOR T-Z.Z.-S°\N £:9 eee V 
All of these words are hiding. Find each word and 


draw a line under it. There is only one word in each 


line. 


y snowman 


PeAtasal S$} ysl [[V 
L861 © 1ysiddog 


spider 
spring 
ink 
milk 


sneeze 
ghost 


stamp 


smile. 


sweater 


sh, th, wh, ch, ph 


> 
< 
sc} 
Ou 
E 
Q 
S) 
A 
= 
= 
= 


ughton 


) 
28) 
~ 
ie,2) 
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© 
Pe 
oo 

fea 

SS 

a 

fe) 
oS. 


DIRECTIONS: Say the name of the picture. Draw a circle around the letters that stand for the 99 
beginning sound. | | 


sh, th, ch, wh, ph 


wick ~ this 
shelf whistle 
Ne 
thimble grand 
shower 
tower 
chick | 
chorus crack : 
fly chicken : 
sheep where ey 
chimes chimney © 
last rabbit 
shadow thing 


DIRECTIONS: Say the name of the picture. Circle the word that says that name. 
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sh, th, ch, ck, mb 


mb sh ch 


DIRECTIONS: Say the name of the pictute. Draw a circle around the letters that stand for the — 


ending sound. 


wrap 
wreath 
reel 


brick 
crisp 


brush 


cough 


7 coach 


clash 


sh, th, ch, ck, mb 


fine 


ship 
fish 


bring 
earth 
branch 


then 
thumb 
Strum 


bench 
bend 
rush 


watch 
grapes 
reach 


DIRECTIONS: Say the name of the picture. Circle the word that says that name. 
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sh, ch, wh, th, ph 


DIRECTIONS: Say each picture name. Write the missing letters. 


ax AT Le a 


Vz PITA Ly 


wh, sh, th, ch. 


? ‘Auedulog ul{jjIW uo1y3noy 


ce SY 


Tee 


PeaAtasal $} ysl [TV 
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omunkisea ells 


\ SS 


ng letters. 


ame. Write the missi 


DIRECTIONS: Say each picture n 
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kno ower kn wr 


DIRECTIONS: Say the name of the picture in each box. Draw a circle around the letters that 
stand for the beginning sound. 


3. SHé teeded the =... _-to looser it: 


ee I 


4 ihe = Was om fis horse. 


Cente a i ee eens 


§. The sharp. os © °° (2°. Gu the rope.” 


6. The == =... on the door was broken. 


DIRECTIONS: Read each sentence. Draw a circle around the word that best completes the 
sentence. Write the word on the line. 


(wrist? 


whale 


white 
wreath 


window 


wrench 


knight 
kangaroo 


key 
knife. 


knob 
kind 


What Do You See? 


fish)or a dish? whale or a nail? 


bone or a phone? thumb or a crumb? 


rain or chain? shower or a tower? 
chair or hair? reel or a wheel? 
whip or a ship? shell or a bell? 


shelf or an elf? whistle or a thistle? 


bench or a wrench? sheep or a heap? 


the-picture: : 


DIRECTIONS: Look at the objects in the picture. Circle the names of the objects you see in — 
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ai, ay 


a 
DIRECTIONS: Say each picture name. Write the missing letters. 


— 


ae é 
LN \\ ie Reh eg ~ as <x 


SS 


\ oh See : 
WX < XX NS 


ai, ay | 


Tf. ee 

—t— : | i celien ) 

Ce Oe ee a ee nok! D 
1. The ! {tail -!. came into the station. trun 
flag 


meee 


2. derry likes 160 ith ie play 


Po | mail 
3. Kim forgot to | her‘tetter. mill 
ee trip 
4. Tom put his lunch on the = ray 
spring 


5. She chased a fly with a aan. Ploy 


PO ee | pull 
6 Ihe 22 Was full ol Wore pail | 
i sot. hay é 
7. He put his inthe barn. —_| Dill ; 
2 ee ee sp ey 
8. The ___ moved very sig snail s 
reel a5 


9 The’ 2 = _____ helps the flowers Brow. | "9!" 


chain 


10. The dog pulled at his =o chill 


) DIRECTIONS: Read each sentence. Draw a circle around the word that best completes the 


sentence. Write the word on the line. 
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ee, ey, oa 


3 : . 
DIRECTIONS: Say each picture name. Write the missing letters. 


se i kite 

ah fee 

1. John locks his door with a _i\tu yY _. (key) 
colt 


2. Ola hangs her ‘on the hook. | ©°?! 


eee tree 
3. Tom’s cat was caught in a thick 
Ce where 
4. The on his bike was bent. wheel 
2 es fast 
5. Als hurt after the hike. teet 
. eee | boat 
6. The was sinking. belt 
| J eee turkey 5 
7. On Thanksgiving, I had turnip 3 
oe cheese e 
8. Sue loves to eat for lunch. | chain oF 
eS ee chimney S3 
9. The smoke rose from the , | chimes 
shop 


10. The er os were ealing (he aes sheep 


sentence. Write the word on the line. 


DIRECTIONS: Read each sentence. Draw a circle around the word that best completes the — 
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pea pie chief 


chaff 


bank beak breed bread 


head hand time 
is cee thr 


moan moon "s thread 


_ DIRECTIONS: Say the name of the picture. Caos the word that says that name. Write the 


missing letters in the space. 


three 


SAS 


S W 


Ve 


ed, ~ rote, 


The teacher asked SF i tte : chad up his tok 
Frank spilled ice cream on his new sweater. 
The box of leather shoes was very heavy. 


. Randy did not want Tom to tease the dog. 


It is easy to get a good seat if you get there early. 


DIRECTIONS: Underline every word that has an ea in it. Circle all words where the ea 
sounds like the ea in leaf. 


Sam stood by the bookcase until he finished his 
cookies. | 


. Rosa wore her new cowboy boots to school « on 


Monday. 
The boys looked at the brook in the woods. 
The rooster took his food into the chicken coop. 


. The roof of the house shook when the train tooted 


its whistle. 


DIRECTIONS: Underline every word that has an oo in it. Circle all words where the oo 
sounds like the oo in foot. 


The fire chief tried to put out the flames. 
The babies cried when they heard the loud horns. 
His father flies his own plane every week. 

The police caught the thief who took Mark’s tie. 
The wet spot in the field had dried. 


DIRECTIONS: Underline every word that has an ie in it. Circle all words where the ie sounds 


like the ie in lie. 
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. Sal picked fresh green 


10. Terry spread butter on the 


ea, ie, 0o 


ee 


eee cmt meee ems meine, catenin eet nee ems ace cee 


Tom saw the 


en rr ed 


I had strawberries and __ 


a eel 


all night. 


cements eee tem ete 0 ee ee ee 


The box was very 


a ed 


. He fell asleep reading his _ 


I a al 


ces one arenes cote eee Gees rn te eee ee ae eee 


DIRECTIONS: Read each sentence. Drawéa circle around the word that best completes the 
sentence. 


crows every morning. 


thief. 


ae ae 
Not. 


good 


spoon 


cream. 


feather 


cried 


field 


cried 
chief 


heavy 
heater 


book 


Noose 


beans 


breath 


stood 


rooster 


bread 


grease 


or: eC Sometimes this can sting! 
Sue AY Cows like to eat this. 
Die — Cy This can unlock some doors. 
= O O = It has many words and pages. 
fe ory, GP ei A good place to put your hat. 
ey ce? es You “6 hit it with a hammer. 
ee = It runs on a track. 

ae a. oe Use it to eat your soup. 


sage it tastes good with butter. 


DIRECTIONS: Read the sentence. Fill in the letters to eile a word that goes with the © 
sentence. 
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sheep would not come out of the barn. ” 


- come as a crow, but she would need 


ed. 


The Sheep That Would Not Eat 


\ 


There was an old woman who had a 
white sheep. The sheep was sad and _ 
thin. The woman gave it bowls of 
soup and plates of meat. She even 
made it a delicious steak. But the ra 


The woman’s heart was broken. “If you don’t eat, I'll 
have no wool for my yarn.” Said the sheep, “Your food 
is not for me. All I need is a clean stall and fresh green 
clover.” The woman smiled and gave the sheep a big 
hug, and they sat down to a meal of clover and eggs. 


The Costume Party 

Who will get the prize for the best 
costume? Jenny came as a dragon. 
Michael looked like a prince. Sophie 
didn’t know how to dress. She could 


a tree. She could come as a princess, 
but she would need a crown. She could come as a 
train, but she would need some track. She could come 
as a bride, but she would need a groom. Then she 
thought of a great costume. First, she made a trunk. 


Then, she painted it grey. Her friend gave her some 
ears. She made a tail from a broom. What was she? 


An elephant! 


Clancy the Flying Frog 
This is Clancy. He loved to 
hop and play. He always 
wanted to fly. One day he 
hopped to the top of a cliff. 

He hoped to glide through 

the air. He closed his eyes, 
waved his flippers, and sailed into the clouds. Just 
then, a strong wind began to blow. Clancy did a flip 
and began to fall. Luckily, he was saved by a passing 
blimp. Now Clancy stays close to the ground. “It may 
be slow, but it is safe.” 


The Circus 


Every spring, the circus 
comes to our town. We 
watch the animals march 
down the street and see 

- the lion tamer snap his 
whip. My brother loves the 
man on the high stilts. I watch the girl ride on the 
elephant’s tusk. We all laugh at the clown’s stunts. 
Sometimes we sneak inside the big tents to watch the 
acrobats twist through the air. We get scared because 
they are up so high. When it’s all over, we skip back 
home and talk about the circus until we go to school. 
I love the circus. 


Mifflin Company. 
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~Clancy’s Treasure > 


-as rich as a king! First, he 


tiny mouse? “Why, I will 
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Clancy found an old chest 
in the swamp. He thought 
it might contain a sack 
full of gold. He would be 


yo \itl 


lh 


must open the lock. Maybe | 
he could chop it off. Before his axe could reach it, the 
chest shuffled away. Before he had the chance to try 
again, a thick turtle came out of the chest. “My own 
shell was too small, so I chose this instead. Next time 
you think your wish has come true, check before you 
chop!” 


Clancy in the Kitchen. 
Clancy loves to boast. “I 

am the best cook in the 
swamp,” said Clancy. “May 

I taste your food,” asked a 


make you a tasty feast.” 
Clancy put some noodles in a pot. Then, he added 
fresh cream, and tossed in some beans. “If you like,” 
said Clancy, “you may toast the bread and peel some 
apples.” The mouse began to groan. “This meal may be 
fit for a king, but I prefer cheese!” 


‘ 
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Program Operation 


Sound Ideas: Word Attack has two levels of oper- 
ation: one level is accessible only to the teacher, 


and one level is accessible to the student. Each 
level has its own menus and options. Once the 
program has been booted and the title page dis- 
played, pressing the CONTROL key while simul- 


taneously pressing the T key accesses the teacher 


menu. Pressing the SPACE bar starts the student 
session. | i 


Teacher Menu 


The first screen on the teacher menu displays the 


diskette’s current configuration (Figure 7). This 


page displays which of this diskette’s three tasks 
(Tutorial, Practice, Story) and six clusters are 
currently selected. Change the selected tasks by 
using option 1; change the selected topics by 
using option 2. Option 3 displays the last stu- 
dent’s performance report, and option 4 returns 
you to the title page. 


INVERSE INDICATES CURRENT TASKS/TOPICS 


TASKS: 


TOPICS: 
GL 
PL oP 


BELEGI 3 


1. TOCHANGE TASKS 
2. TO CHANGE TOPICS 
3. TO EXAMINE STUDENT PERFORMANCE 
4. TO RETURN TO TITLE PAGE | 


_ Figure 7 


SELECTING TASKS. When you choose option 
1, the computer displays the menu shown in 
Figure 8. To choose a task, type A, B, or C. Once 
you choose a task, its display entry is high- 
lighted. The choice of tasks is stored on the dis- 
kette and remains in effect until you change it. 

By using this option, you can control the pace 
of the lesson. For example, when a student has 


just started the diskette, you may want to use 


only the tutorial and practice options, holding 
the story option until the student has had ex- 
perience with all of the topics on the diskette. 


Press the letter of your choice(s). | | . 
Use the ESCAPE Key to erase, | Bas 
and the RETURN Key to end. 


S| ccc 
ass 
UT 
fe B 


PRACTICE 
HAMA 


C STORY 


Eaccl 


Figure 8 


SELECTING TOPICS. Option 2 allows you to 
select the topics to be used with the program. 
Figure 9 shows a sample select topic page from 
the L-Cluster diskette. The topics currently 
selected are highlighted. Pressing ESC (ape) will 
free up all the topics to allow you to select a new 
set. 


PLEASE SELECT THREE OF THE CLUSTERS. 
THE INVERSE CLUSTERS ARETHE  . 
CURRENT TOPICS. THE ESCAPE KEY 

WILL ERASE ALL CHOICES 


1. [FL] 
24Cu 


3: PL 


-PRESS THE RETURN KEY 
WHEN YOU ARE FINISHED. 


Or a Ain SOR pe Rf ORO pk ie 1 ee ee 
PoPe oe oe 0 0 0 0 0 a 00 8 0 0 ko one ete h se 8 eo te clo ota nts n80.0.8,0 610.0 0 00.010 0.6 00 0 90 0 66 0 0 Ob 0 OD OD OO OTe Ob DO OTS 
ee 8 © @ oe ee ee eee eeoeoeeoeeeeeeeoeee ° oe ° ‘ore one'e ove 8 o toes DEO Me OR he De Oe it Hh ee he he he he ee LI 
ae he ht hat oe he heh a ad he ee DAC DB a ae hh at el at ad hd ad ad ata adel ad 
SC ht a a a ee a Pi eB DD CM Oe hte De be De ah i el a ad ea a Ee 
SSR Se Nb hi a ia 
non an a ain a a a na a a ann nina natn a nen a8, 2.0.0.9. 0.0.6.010-0. 0.0.0. 0°0 6 010 00 0100 a 0 eee ee eee ene o°a 001000 00.00.06 0°00 0000 0070 


Figure 9 


REVIEWING PERFORMANCE. Word Attack 


collects a variety of performance measures dur- 


ing a session. When a session ends, these meas-. 
ures are displayed on the computer screen and 
can be printed. The program also stores on the 
diskette the results of the most recent student 


session, permitting you to review the student 
performance either immediately after the ses- 
sion or, if that’s not convenient, at a later time. 
You may recall this report by using option 3. 


Student Menu 
The student menu, shown in Figure 10, allows 


students to select the practice game they wish to 
use. If you have specified the story and the prac- 


tice options, the story option will appear after 
the student has successfully completed any one — 


of the games. To choose, the student moves the 
cursor by pressing the SPACE bar. Pressing the 
RETURN key then starts their selection. 

Access to the student menu depends on the 
setting of the teacher menu. If you specify the 
tutorial be used before the story, the student 
menu will not be available until the student suc- 
cessfully completes the tutorial. If you specify 
only the story, the menu is bypassed and the stu- 
dent is placed at the beginning of the story. 


Once in the student menu, a student may | 


select any of the three games. When a game is 
completed, the program returns to the student 


i 
sill 


Figure 10 


menu, and the game selection may be repeated or 


the session ended. To stop at any other point of 


the program, press the CONTROL key while 
simultaneously pressing the C key. The program 
will store and then display the performance to 
that point. a | 


Performance Monitoring 


Sound Ideas: Word Attack tracks student perfor- 
mance in all three tasks. A sample student scor- 
ing page is shown in Figure 11. The left side of 
the report shows the topics (in this case, the 
clusters fl, cl, and bl). The first column shows the 
number of errors in the tutorial. In this example, 


the student missed one fl comparison in the 


tutorial. 

The student’s performance in practice is dis- 
played for each game. In this example, the stu- 
dent used Sailing once and Comet Quiz twice. 

The report shows the cumulative errors as well 
-as the number of times a particular topic ap- 
peared. In this example, the student made only 
one error in Sailing (on an fl cluster) and one in 
Comet Quiz (on a cl cluster). 

The lower half of the report shows perfor- 
mance on the story. The errors are printed along- 
side the correct choice for that sentence. If both 
the first and second attempts were incorrect, the 
report shows both responses (e.g., glass and gaze 
were both given instead of the correct answer, 


glide). 


L--CLUSTER PERFORMANCE 


PRACTICE ERRORS 
SAIL (1) COMET(2) CLOWNS(O) 


1(2) O(1) O(O) 
Ee) 1(3) O(0) 
O(1) o(6) O(0) 


STORY RESPONSES 
CORRECT: GIVEN 


TUTOR. 
CLSTR - ERRORS 


CORRECT: GIVEN 


CLIFF : CAVE 
GLIDE : GLASS 
FLIPPERS: FINS 


GLIDE :GAZE 


Figure 11 


In this example, most of the errors fit the con- 
text but don’t have the correct letter-sound cor- 
respondence, suggesting an over-reliance on 
contextual cues in the story. 
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ACTIVITY BOOK 


Features 


The Activity Books are an important part of 
Sound Ideas: Word Attack; they are correlated 


_with the computer program. The Activity Books 
_transfer phonics principles developed by the 


software to an environment of books and print, 
much like the materials children use in their 
regular reading program. 

You will find several features of the Activity 
Books useful. | 


-e Perforated Pages: You may choose to have 
the children share their work with parents, 
thereby establishing an important link in the 
home-school partnership. 

e Diversity of Responses: Students are 
required to answer in a variety of ways: 
circling answers, connecting answers with 
lines, and writing words and word parts. 
The tasks reflect the increasing maturity of 
the students and the significant 
interrelationship between reading and 
writing. 

e Letter Formation: Throughout the program, 
students use appropriate models for the 
formation of upper- and lower-case letters. 
The sample activities used to introduce the 
new tasks provide dotted-line formations for 
the guidance of the young writer. 

e Left-to-Right, Top-to-Bottom: Each activity is 
organized to promote and reinforce the 
directional requirements of reading and 
writing. | 


e Skills Reference Chart and Progress Record: 


The inside back cover provides a complete 
overview of the relationships between the 
computer activities and the practice 
materials in the Activity Book. As the 
student completes each Activity Book 
exercise, he or she can color in the picture 
representing that exercise page on the 
progress chart. The chart provides a 
convenient means of helping children recall 
those activities that have been completed 
successfully and provides an efficient record 
for you to use in appraising the progress of 
individual children. 

Black-Line Masters: A set of black-line 
masters is included in the Teacher’s Edition 
of the Activity Book. Permission is granted 
for these to be reproduced. 

Letter to Parents: Among the black-line 
masters at the back of the Teacher’s Edition 
is a letter that may be distributed to parents 
to describe this new computer software > 
program. 

Certificate of Achievement: Also part of the 
black-line masters is an achievement | 
certificate that can be copied for each child. 
As the child completes each diskette, they 
can affix the appropriate seal (included with 


Sound Ideas: Word Attack) to their 


certificate. When all the lessons are 
completed, they will have a handsome 
reminder of their accomplishment. 


Overview 


The Word Attack Activity Book presents several 


different types of activities, each designed to ex- 


tend the range of student experiences introduced 
by the software programs. The activities include: 


1. Completion of words and sentences by 
writing the appropriate letters or words. 

2. Introduction to decision-making and test- 
taking through tasks that require a YES or 
NO choice. 

3. Game activities that integrate knowledge 
from previous exercises and permit the 
application of conventional learning in an 
unconventional setting. 


4. Associating words with their pictorial 


representation in a larger scene to reinforce 
an understanding of the relationship 
between word forms and their concepts. 


. Practice with letter-sound correspondences 


for vowel digraphs to introduce the ~ 
sometimes variant relationship between the 
vowel pair and its spoken representation. 


. Reading stories, seen originally in the 


software program, to transfer the 
experience of the computer stories to 
another medium. 


The following pages contain black-line masters that 
may be reproduced without permission trom 
Houghton Mifflin Company. 


Copyright © 1987 Houghton Mifflin Company. 
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Dear Parent, 


The computer will profoundly influence each child now in this 
school. Because of the powerful, but relatively inexpensive 
microcomputer, children can benefit from computer-based 
education at an early age. Today’s parents are sure to see 
microcomputers play an ever-increasing part in what and how their 
children learn. It is this school’s responsibility to assure that its 
pupils are educated for life in the computer era and that sound 
learning principles guide the use of the computer in their 
education. 


Knowing your concern with your child’s schooling, we think you 
will be interested in a recent addition to the materials we use in 
beginning reading instruction. It is a computer-based phonics 
program, totally new in form and content, created by a team of 
reading and computer education specialists. The program, entitled 
Sound Ideas, includes both software for the computer and pupil 
activity books. Perhaps the most exciting dimension of Sound Ideas 
is the use of computer-generated speech. While operating the 
computer, your child hears the voice of a teacher giving 
instructions and help during each step in the learning experience. 


Sound Ideas, we believe, will serve a significant role in our school’s 
early reading curriculum. Its unique use of speech, innovative 


graphics, and correlated activity books augments teacher 
instruction and the basic textbook. Classroom trials show that the 
program can motivate the young reader to apply and extend his or 
her skills. Additionally, by using the simple-to-operate computer 
software, each child obtains early computing experiences, an © 
important beginning on the road to computer literacy. 


Your child will be bringing home completed Sound Ideas activity 
pages. You will also be hearing more and more computer language 
being spoken by your child. We hope you will share and encourage 
your child’s enthusiasm about computing. 


This letter may have aroused your curiosity about this new reading 
software. If you would like to see it in action, please call me. We’d 


be delighted to have you visit the classroom when it’s in use. 


Sincerely, 
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Supplemental Tips for 


sound Ideas 


Sound Ideas effectively supports any broad-based reading curriculum. By 
coordinating it with other supplemental activities, a teacher can transfer computer- 
assisted learning to language arts activities presented in more traditional, instructional 
formats. This manual contains a number of activities that use the decoding strategies 
from Sound Ideas; they have been developed by an experienced teacher to extend the 
learning processes presented in the software. Readers are welcome to contribute their 
own ideas for activities that will successfully complement the Sound Ideas program. 


A chart correlating Sound Ideas with Houghton Mifflin Reading begins on 
page 10 of this manual. Also available is Houghton Mifflin Phonics, a series of five 
workbooks that provide extensive, independent practice of all phonic elements. In 
four- and six-page lesson segments, children practice saying and hearing each sound, 
associating the sound with its letter representation, and reading words that contain the 
letter-sound association. Lessons can be used in any order, but they follow the 
phonics sequence of Houghton Mifflin Reading. Minimal teacher direction is required. 
For more information, contact your local Houghton Mifflin representative. 
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MANAGEMENT MADE EASY 


Bulletin boards are a great way to display student work, manage behavior, teach skills, and direct learning — 
sequences. When combined with computerized drill activities, bulletin boards can serve as "classroom aides," 
effectively freeing the teacher for direct instructional activities. Some ideas you may want to try are: 


® LETTER OF THE DAY - This bulletin-board display assists in daily lesson planning. 
Design a board depicting a large computer with a monitor. As the school year progresses, 
post different vowels and consonants on the monitor to show which of the Sound Ideas skills 
are to be practiced during individualized computer work times. Provide students with a visual 
representation of the rules they have already mastered by posting completed vowel and 
consonant elements to one side. 


® SOUND STATION - An independent student work area designed for supplemental 
learning, the bulletin board can hold self-contained packets of directed practice lessons that 
complement specific Sound Ideas decoding rules. Select brightly colored storage folders, 
number and display them in sequence, and arrange the students’ lessons. As specific needs 
arise, Students can be assigned different stations for either enhanced or remedial instructional 
activities. 


® TIMELY TIPS - Whatever scheduling method is selected for planning and routing students 
through the lab area, reserve a comer of a bulletin board to display the planned time lines. If 
using an Unscheduled Format , have students tack their names onto the board to reserve lab 
space for that day. If using a Block-Time Format that involves either a daily or a weekly 
rotation schedule, post names next to the specified time slots. A clock with movable hands 
will keep lab users on schedule during Time-Use Relays. No matter which of these time 
management systems you Select, both you and the students will stay on task and on time! 


® OVER AND OUT - Develop a file of picture-word cards to use for posttesting. Each group 
of 15 cards, attached by a large ring, should highlight specific vowel or consonant decoding 
principles. After completing a particular Sound Ideas lesson, encourage students to sort 
through the corresponding "Over and Out" card pack, to read each word, and to identify to a 
partner those items that incorporate the selected phonics rule. When ready to test their skills 
before signing off on the Sound Ideas mastery chart, go through the cards with the students. 


SOUND IDEAS: CONSONANTS 


Program Objectives 
To reemphasize various rules of phonics related to single consonants and consonant digraphs in a word's 
initial position. 


Related Activities 


A. ALPHABET ANIMALS 
Preparation Time: 1 min. Assignment Time: 0 min. 


With students working in teams, have them demonstrate their understanding of encoding principles specific to 
initial single consonants by giving them clues to the word you've chosen (see examples below). Keep score on 
the board, listing correct answers for each team. A variation of this activity is to have one team think up their 
own sentence clues to test the other team. 

Examples: 

1. Name a whiskered house pet whose name begins with the "c/k" sound. (CAT) 

Name a forest animal that has antlers and whose name begins with the "d" sound. (DEER) 

Name a long-necked jungle animal whose name begins with the "j" sound. (GIRAFFE) 

Name a fat farm animal whose name begins with a "p" sound. (PIG) 

Name a giant sea animal that is bigger than a ship and whose name begins with a "w" sound. (WHALE) 


eae ae 


B. CONCENTRATE ON CONSONANTS | 
Preparation Time: 10 min. Assignment Time: 10 min. 


Make a deck of matching-word card pairs that highlight consonant sound(s). Establish rules for 
"Concentration." Have students find the matching words. Students must correctly read the matching pairs 
before keeping the cards. The player with the most cards at the end of the game is the winner. 


C. TOPIC TEASERS 
Preparation Time: 5 min. Assignment Time: 15 min. 


Choose a topic; have students work in teams, listing and/or drawing items that begin with a consonant sound. 
Teams can compete against each other to generate the longest list in a set period of time. Variations on this 
activity include selecting larger sound groupings for a single topic area and/or creating picture collages by 
content and sound area. 
Example: 

List all the FOODS you can think of that begin with the following sounds: 

M - (meat, milk, margarine, mayonnaise, malts) 

T - (tomatoes, tea, tacos, trout, sgh 

F - (fruit, fish, fig) 

H - (ham, honey) 


=~ 


D. CONSONANT BINGO 
Preparation time: 20 min. Assignment Time: 15 min. 


Have students play "bingo" to review specific decoding and encoding principles for individual consonants. 
Create different game cards (as shown in the example below). One student acts as group leader, selecting 
choices of consonants from a container. The leader then reads the choice to the other students, highlighting the 
sound the consonant makes: "Find the letter that makes the sound." Students mark their cards, working 
to be the first to complete a row of consonants on his or her card. The winner can become the next leader. 
Example of card: 


CONSONANT BINGO 


E. BOARD BOGGLE 
Preparation Time: 25 min. Assignment Time: 0 min. 


Using popular board games or blank boards, have students build and play games that emphasize initial 
consonant sounds. One example would be to mark game-board squares with different consonants or digraphs; 
students would then choose cards with words or pictures on them. After identifying the consonant sound on 
the chosen card, the students would move his or her marker to the game-board square with the corresponding 
single consonant or consonant digraph. 


F. CRAZY CONSONANT CRITTERS 
Preparation Time: 20 min. Assignment Time: 15 min. 


To stress word differences based on initial consonant sounds, play a rhyming riddle game that involves animal 
characteristics. Give students a clue to help them solve the riddle. Students must think of a pair of rhyming 
words that vary by the sound of their initial consonants. Students can work in teams to create their own 
“Consonant Critters." 

Examples: 

1. Think of a rhyming name for a plump kitty. AT CAT) 

Think of a rhyming name for an unusual grizzly. (RARE BEAR) 

Think of a rhyming name for a large hog. (BIG PIG) 

Think of a rhyming name for a plastic viper. (FAKE SNAKE) 

Think of a rhyming name for a stingy lamb. (CHEAP SHEEP) 

Think of a rhyming name for a lazy insect. (SLUG BUG) 


ala aie cap vasiit ka 


SOUND IDEAS: VOWELS 


Program Objectives 


To reemphasize various rules of phonics related to vowels within and across short- and long-vowel families. 


Related Activities 
Using words from the Sound Ideas program or using related words that emphasize the same decoding 
principles, develop a worksheet or game series that reemphasizes the skills presented in Sound Ideas. 


A. VOWEL-BOUND SPELL-DOWN 
Preparation Time: 10 min. Assignment Time: 0 min. 


Divide students into two groups, and engage them in a spelling bee that emphasizes specific vowel families. 


Spelling focuses on encoding strategies; using similar vowel types reinforces decoding principles. 
Examples: 


1. shorta: man, rat, bag 6. longa: cake, mail, tack 
2. $hort e- let; bed, ten 7. wee feet, wheel leat 
3. shorti: - lip, six, sip 8. longi: — white, pine, dime 
4. shorto: box, mop, hot 9. longo: _ rope, boat, note 
5. shortu: bus, cup, gum 10. longu: ruler, glue, June 
B. FAMILY FLASH FACTS 

Preparation Time: 15 min. Assignment Time: 10 min. 


Make flash cards of word pairs that highlight the distinct decoding and encoding principles for short-vowel 
words versus those for long-vowel words using the silent "e." Be sure to place the short-vowel item on one 
side of the card and the corresponding long-vowel answer on the flip side. Working in pairs, have students 
change each item into the appropriate short- or long-vowel answer. 


Examples: 

1. HAT (HATE) Bo FAP (TAPE) 

2. PIN (PINE) 6. MOP (MOPE) 

3. ROD (RODE) 7. DIM (DIME) 

4. CUB (CUBE) 8. KIT (KITE) 

C. READING RACERS 

Preparation Time: 15 min. Assignment Time: 10 min. 


Using pairs of empty cans marked for given long- and short-vowel families, have students sort word cards by 
the corresponding phonics rule. Teams of students can compete against each other, working to correctly and 


completely sort their stack of cards first. When both teams have finished, each may check the accuracy of the 
other's work by reading through their short- and long-vowel cans. 

Examples: 

a Vowel Family _ - bag, cake, flag, bat, rake, rain, ham, pail 

é€ Vowel Family _ - bed, feet, team, ten, pet, stem, wheel, bead 

it Vowel Family  - dime, six, hip, zipper, tie, write, flip, pin 

o Vowel Family _ - top, rope, close, hot, boat, fox, goat, stop 

u Vowel Family — - blue, gum, mud, club, ruler, tune, bunny, sub 


deh ind e aoh alo aay 


D. RHYME RIDDLES 
Preparation Time: 5 min. Assignment Time: 10 min. 


To reinforce the principle of short- or long-vowel families, develop a worksheet series that highlights specific 
vowel and consonant patterns. Students provide the missing sound(s) to complete each rhyming-word family. 
They can work alone or compete against the clock to find the most combinations that rhyme. 

Examples: . 

CAT (B)AT (HAT (H)AT (M)AT (P)AT (R)AT (S)AT (FL)AT 
DIKE (B)IKE (QDIKE (QIKE (DIKE (®IKE (STRIKE 

BED (FED (L)ED (R)ED (IED (SDED (SHED (FL)ED 

HOLE (M)OLE ()OLE (R)OLE (ST)OLE (WH)OLE 

CUT (B)UT (H)UT (N)UT (R)UT (STR)UT (SH)UT 


ee ee 


E. TONGUE TWISTER 
Preparation Time: 10 min. Assignment Time: 10 min. 


Using large sheets of bulletin-board paper, make a giant grid-like game board, five boxes across by five boxes 
down. Place a vowel symbol on each space in the grid. If short vowels are to be highlighted, use individual 
letter symbols. If long vowels are to be highlighted, note either the silent "e" or a digraph combination. 
Students play "Twister" in teams of three. One person gives commands, telling players to place specific body 
parts (hand, knee, foot, etc.) on the vowel marker that makes the " “sound. Whole words can also be 
used, with players matching the appropriate grapheme to the vowel sound in a sample word. Play continues 
until a student loses his or her balance and falls to the ground. : 


F. WORD WIZARDS 
Preparation Time: 10 min. Assignment Time: O min. 


To review specific decoding principles, have students generate word lists for specific vowel families. (This 
could be planned as either an oral or a written task.) Divide students into teams that will compete against each 
other to create the longest list of related words. 

Examples: 

1. List all the short a words you can think of. 

2. List all the long u words you can think of. 

3. List all the long e words you can think of. 


SOUND IDEAS: WORD ATTACK 


Program Objectives 
To reemphasize various rules of phonics related to initial and final consonant clusters and digraphs as well as 
those related to variant and invariant vowel digraphs. To stress the role of context in decoding words. 


Related Activities 
Using words from the Sound Ideas program or using related words that emphasize the same decoding 
principles, develop a worksheet or game series that reemphasizes the skills presented in Sound Ideas. 


A. SUNNY SOUNDS 
Preparation Time: 10 min. Assignment Time: 10 min. 


Draw a large sun surrounded by six rays. Select various initial and final consonant clusters, and place each 
cluster in the center of the sun. Using a prepared bank of cards and some paper clips, have students sort the 
cards and attach them to the rays to demonstrate the selected decoding principle. By working in pairs, students 
can exchange their "Sunny Sounds" to check each other's work. Teams can also take turns explaining the 
phonics rule and reading the corresponding words to the larger group. 

Examples: 

initial sp: spurs, spark, spots, spider, spoon, spool 

initial fr: flag, flower, floor, fly, flashlight, flute 

initial pl: plow, plant, plays, plump, plate 

final st: cast, ghost, nest, toast, vest, fast 

final mp: lamp, stump, stamp, plump, camp, blimp 

initial str: string, stripes, street, strong, strap, straw 


SS isis at tat ae 


B. RODEO ROUNDUP 
Preparation Time: 15 min. Assignment Time: 0 min. 


Use selected consonant-digraph or consonant-cluster principles for each day's roundup activity. Read from a 
prepared list; have students shout “Ole” when they hear a word that highlights the phonics rule in either its 
initial or its final position. To receive credit, the student must be able to spell the word. Clues in sentences can 
also be used, with students listening for the word within the body of a complete sentence. 

Examples: 

1. initial scr: scream, screw, scrape, scratch, screen, scribble 

final sh: wish, bush, dish, flash, brush, fish 

final ck: clock, truck, block, duck, brick, snack 

initial wr: wrench, wreath, wrist, write, wrapper, wrong 

initial kn: knight, knife, knows, knee, knob, knot 

final th: — teeth, mouth, path, wreath, earth, health 


Aw Bw NV 


C. SOUNDABOUT 
Preparation Time: 20 min. | Assignment Time: 0 min. 


Divide students into two teams; give them clues for similar word pairs that demonstrate the students’ 
understanding of decoding principles specific to vowel digraphs, consonant digraphs, and consonant clusters. 
Keep score on the board, listing correct answers for each team. The winning team must read its completed list 
correctly and must provide a definition for each word before claiming its victory. 

Examples: 

Which one do you eat from, a fish or a dish? 

Which one rings, a phone or a bone? 

Which one cleans you, a flower or a shower? 

Which one do you cut, a chair or your hair? 

Which one hurts your finger, a whistle or a thistle? 


be ee oe ca 


D. MIXING MATCH-UPS 


_ Preparation Time: 15 min. Assignment Time: 20 min. 


This activity uses "flip books" to drill all vowel and consonant decoding strategies. Bind a seven-layer stack of 
construction paper together on one long edge, and cut it into three equal parts along the other long edge. Write 
the initial consonant clusters and digraphs in the left-hand section, the vowels and vowel digraphs in the middle 
section, and the final consonant markers in the right-hand section of the flip book. Have students work in 
pairs, flipping various section pages and listing as many "real word" combinations as possible. Pairs of 
student can also play against each other to create the longest list of "Mixing Match-ups." Several flip books can. 
be made with different sound combinations for each type of skill practice. 
Examples: 
1. initial consonant clusters and digraphs: pl, st, tr, sp, dr, br, cl 
2. single vowels and vowel digraphs: a, ai, ee, i, 0, 00, u 
3. final consonant markers: p, sh, t, nk, ck, t,m 
Word Bank: plop, plush, plot, plank, plumb, steep, stoop, stool, stash, stunk, stack, stick, stock, 
stuck, steel, stop, trap, trip, troop, trash, trot, trunk, trail, tram, trim, spat, spit, spank, spunk, spool, 
drip, droop, drop, drank, drink, drunk, drum, brash, brush, brat, brink, brick, brook, brim, broom, 
clap, clip, clop, clash, clock, cluck, clam, claim, clank 


F. BOUNTIFUL BLENDS 
Preparation Time: 15 min. Assignment Time: 10 min. 


To reinforce the concept of initial consonant clusters, develop a worksheet series that highlights word 
variations based on changing the initial consonant blends. Given the word endings, students provide the 
missing clusters to complete each sound family. Have students list on the board all the initial consonant 
Clusters they can think of. The resulting list can be used as a reference for generating word families. 
Examples: 

(CL)OWN (BROWN (ERJOWN (CROWN (DR)OWN 

(SKOATE (CR)ATE (GR)ATE (SL)ATE (PL)ATE (ST)ATE 

(SWING GDING (BRING (STR)ING (FLING (SL)XING (CL)ING 

(BLOW (CROW (GROW CELIOW (GLOW (GSLIOW (NOW (SDOW 
(SSDAG (CL)AG (CR)AG (BR)AG (N)AG (SW)AG 


ake oR ota une 


G. VOWEL PALS : 
Preparation Time: 10 min. Assignment Time: 10 min. 


To review advanced decoding and encoding principles, prepare a set of flash cards for students to use. Select 
words that begin with consonant clusters and that can independently form new words by simply removing one 
letter from the initial blend. Incorporate clues in sentence context to help students find the hidden "Vowel 
Pals." These cards can be used for self-drill, or students can work in pairs, reading clues and developing 
answers as a team. 

Examples: 

SNAIL Take away a letter to make a word that means something you hit with a hammer. (NAIL) 
WHEEL Take away a letter to make a word that means a part of your foot. (HEEL) 

SPOOL _ Take away a letter to make a word that means something you swim in. (POOL) 

STREAM _ Take away a letter to make a word that means something that makes teapots whistle. (STEAM) 
SWAY Take away a letter to make a word that means "to speak." (SAY) 

BLOAT _ Take away a letter to make something that you sail in. (BOAT) 


oO ep aay 


H. WHEEL OF WORDS 
Preparation Time: 15 min. Assignment Time: 15 min. 


Prepare several cardboard circles, 12" in diameter, with a spinner attached to the center by a brad. Divide each 
circle into "pie slices," with the number of slices varying according to the number of selected sound 
combinations. For each slice of a given circle, write in the word-family combinations that highlight differences 
in either the initial or the final word markers. Different circles can provide encoding practice for either vowels 
or consonants. 

Examples: 

1. vowel digraph ai: ain, -ail, -ait, -aid, -air, -aint, -aist 


2. vowel digraph ee: -eed, -eek, -eel, -eem, -een, -eep, -eer 
3. final consonant th : -ath, -ith, -oth, -eeth, -ooth 

4. final consonant ck : -ack, -eck, -ick, -ock, -uck 

5. initial cluster st - Sta-, Stai-, ste-, stee-, stea-, sto-, Stu- 
6. initial clustertr:  tra-, trai-, tri-, tro-, troo-, tru- 


PROGRAMMING FOR STUDENTS 
WITH SPECIAL NEEDS 


While valuable for all beginning readers, Sound Ideas is especially beneficial to those students with specific 
handicaps that limit their mastery of basic skills. Because the program emphasizes overlearning and: 
multisensory instructional strategies, it easily meets the special learning needs of these students. Here are some 
management suggestions that may assist in the introduction and utilization of Sound Ideas: 


* HEADPHONE HOOK-UPS - Sound Ideas is designed for use with two different speech 
synthesizers. Headphone adaptations can be made easily for students needing increased 
auditory stimulation with less interference from extraneous noise. By using any available 
headphone setup with jack conversion for single or multiple headphone usage, these students 
can hear the computer — not the distractions — at all times. 


® FM AUDITORY - Hearing-impaired students can listen to the system by using a dual-jack 
plug to connect the synthesizer to the teacher's FM unit. Computer-generated speech can 
thereby be transmitted via the most direct route: from the computer itself to the receiving unit of 
the hearing-impaired student. 


* NUMBER KNOW-HOW - Students with visual and/or motor learning disabilities or 
cognitive deficits often become confused over the use of the SPACE bar to move the cursor 
versus the use of the RETURN key to finalize an answer. This problem can be eliminated by 
attaching a sticker marked "#1" to the SPACE bar and one marked "#2" to the RETURN 
key. The students will then know to make a selection before locking in a final response, 
thereby avoiding needless errors because of limited motor planning abilities. 


* FIRMWARE CARD - For students with more severe motor disabilities, Sound Ideas can 
be used with the Adaptive Firmware Card (available from Adaptive Peripherals, 4529 Bagley 
Avenue North, Seattle, WA 98103). With the firmware card, severely disabled individuals can 
emulate keyboard entries by pressing a single switch. The switch can be adapted to head, foot, 
or finger movements. 


Sound Ideas and the firmware card can also be used with the Unicorn keyboard (available from 
Unicorn Engineering, 6201 Harwood Ave, Oakland, CA 94618). The Unicorn keyboard has a 
large touch-sensitive surface on which overlays can be attached. These overlays, which could 
be of enlargements of certain keys or pictures, make a larger, more visual entry device than the 
standard keyboard. 


# RF MODULATORS - Although the graphics in Sound Ideas are large, clear, and detailed, 
the printed words may not be large enough for students with significant visual impairments. A 
standard, large-screen television can be used with an RF modulator to bypass the computer's 
smaller monitor. With the television positioned next to the computer and at the student's eye 
level, even the smallest print is enlarged enough to be read with ease. 
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WE REQUIRE PURCHASE ORDERS. | ; Address all orders to: 
Please attach your purchase order form to this sheet. ) 
For your ordering convenience, you may copy this form. te ree ah . the nia 


OS P.O. Box 683 
Veurcmer Number. 2 Hanover, New Hampshire 03755 — 
Payment Enclosed: $ ae betel : 
To order by phone, call 800-258-9773. Please have your purchase 
6 Bill Our Account: : order number ready. 
Bill to: | | Ship to: 
Name: oe se Eee ee ee Name: 
ile Soe ee SO ie See Title/Dept.: 
OC a ee School: 
PROG GS a PRC a SOS ee eae 
2 een 0 Se SR a ee Co ee ss 
Zip: | nS ae | Oi Se nee 


| DESCRIPTION | CODE # SCHOOL PRICE QUANTITY 
Complete Set Includes: Consonants, Vowels, and Word Attack 


9-91267 | $ 495.00 
For the Apple lic, with Cricket™ Speech Synthesizer : 9-91268 495.00 


Sound Ideas: Consonants | 7 + QOt232 165.00 


Complete Set Includes: Consonants, Vowels, and Word Attack 
For the Apple® Ile, II+, or ligs with Echo+™ Speech Synthesizer 


Sound Ideas: Vowels. 9-91233 
Sound ideas: Word Ataek 9-91530 
Activity Book--Consonants _—_(set of 10) 
Activity Book-- Consonants §_ Teacher's Edition (single copy) 


Activity Book--Vowels (set of 10) 


Activity Book--Vowels Teacher's Edition (single copy) 
Activity Book--Word Attack (set of 10) 


Activity Book--Word Attack Teacher's Edition (single copy) 
Sound Ideas Progress Chart and Stickers 


Sound Ideas: Word Attack Sticker Set 
Echo+ Speech Synthesizer . 
Cricket Speech Synthesizer | 9-91261 


Replacement Policy--Diskettes damaged upon arrival will be replaced at no charge Subtotal 
when returned to Houghton Mifflin Company/Educational Software Division within 30 days of 5 eee 
receipt. Replacement diskettes are available for $4.98 with the return of the damaged diskette. Approximately 8% for shipping 
School Price includes the regular educational discount (shipping additional). Shipping 
charges are prepaid and added to the invoice as a separate item. They generally do not State and local taxes 
exceed 8% of the value of the order. State and local taxes should be added where they 
apply. PRICES ARE SUBJECT TO CHANGE. TOTAL 
Multiple purchase discounts and Site Packs are available. For more information, consult Thank You 


our latest catalog. . .or ask your Houghton Mifflin representative. 


© - ed 
. — : 


Educational Software Division 

Regional Offices: Northeast, Midwest- 125 East Lake St., Suite 304, Bloomingdale, IL 60108 (31 2)980-9710 
South, West- Suite 530, 2225 East Rando! Mill Rd., Arlington, TX 76011 (817)649-5254 ; 

For International Sales: Houghton Mifflin, International Division, One Beacon St., Boston, MA 02108 
(617)725-5802 Cable: HOUGHTON Telex: 940959 . 
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